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BEST AVAILABLE GOPY 



ABSTRACT 



A gaming machine having display means and game control means, the game control 
means being arranged to play a game wherein a pluralify of symbols are randomly 
selected from a predetermined set of symbols and displayed in rows on the display 
means, and if a winning, combination of symbols results, the machine pays a prize. In a 
first aspects a triggering event invokes a game feature in which a sprite Randomly 
designates one or more of the S3rmhpls displayed on the display means to be treated as 
special symbols for that particular game and a prize is avrarded for any winnmg 
combinations formed with one or more of this special symbols. Embodiments of the 
special symbol include a wild card symbol and a scatter symbol. In a second aspect tie 
sprite designates the win meter or the credit meter, causing the amounts shown on the 
win meter and credit meter to increase. 
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THE CLAIMS DEFINING THE INVENTION ARE AS FOLLOWS: 

1. A ganung iMchine having display means and game control means, the 
game control ineans being ananged to play a game wherein a plurality of 
synabols are randomly selected from a predetermined set of syinbpls and 
displayed in rows on the display means, and if . a winning combination of 
sjmbols resnltsi, the machine pays a prize, the gamie being characteriised in 
that upon the occurrence of a predetennmrf triggeimg event a game feati^ 
is invoked wherein a sprite randomly desig^tes one or more of the synobols 
displayed on the display means to be treated as special isymbols for that 
parfictdar game and a prize is awarded for any \ftdnning conibinatiions fbimed; 
with one or more of the special syrdbdls. 

2v - The gaming machine as clamed in.claim 1, wherein the special 
synaboi is treated as a wild card symbol 

3, The gaming. iiiachine ^ claimed in clann 1, the special symbol being 
treated as a scatter symbol in which the symbols of each winning 
combination must include the special symbol and be located in separate 
columns of symbols but may be scattered over one or more rows * 

4«.- The gaming machine as claimed in claim 1, wherein one or more pairs 
of the symbols displayed an the display nofians are randomlyrseledted tp be 
special symbols, and the special sjonbpls in each pair are smpped with each 
other* 

5, The gflming. machine as claimed, in claim X« the display .means 
displaying the symbols on a plurality of simulated rotatable reels, one of 
which is randomly chosen, whejrein th6 special isymbols are all of the, 
symbols appearing on the rtodomly-chosen reel, and the randqmly-chbsen 
reel is made to appear to rolate a random amnber of times, 

6. The gaming machine as claimed in claim 1, wherein the special 
symbols are the symbols occurring in a randomly-chosen row; and any 
winning combination a^^ during the next game played will 
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Slot Machine Game With 
Randomly-Designated Special Symbols 

Yield of Bifl Invfinrinw 

•Hie present inveation relates to gaming machmes of the type arranged 
to pJajr e gaine of poker, and iu particular the invention provides an 
improvement.to a game played on such a.machine. 
S Players who regularly play gaming machines Irequeutly tire of 

particular games. It therefore becomes desirable for gaming machme 
manufacturers to come up with innovative game, features that add interest to 
the games, thereby keeping, the players amused and willing to continue 
playing. 

10 BackEronnd of the Inventinn 

Gaming or poker rnnchinea. have been well-known in the state of New 
South Wales for many years and have more recendy gained considerable 
pppulanty throughout Austraha/with quite subs^ of money 

being wagered on these machines. There is a growing tendency for State 
Governments to legalise the use of gaming machines by licensing operatoxs, 
with resulting revenue gains through Ucerice fees and taxation of monies 
invested. The licensed operation of gaming machines is the subject of Slate 
legislation and regulation. This leguiatiQn ahnbst always dictates a 
minimum percentage payout for a gamihg machine. For example, the 
regulatory controls may eiisure a minimum of 85% of monies invested must 
be returned as wnnings. Manufacturers of gamiiig machines must therefore 
design their machines around the^ rBgula;t6ry cphtiols. 

With the growth that has occurred in the gaming machine market there 
is intense competition between manufacturers to supply the various existing 
25 md new venues. When selecting a suppUer of gamiiig machines, the. 

operator of a venue wiU often pay close attention to Ae popularity of various 
games with their patrons. Therefore, gaming machine manufacturers are 
keen to devise ganaes which are popular with playeK, as a mechanism for 
improving sales. 

^ Many varied strategies have been,tried in the past to make games more 
enticing to players. For example^ in the cbaiinonly-known "dbuble-up" 
feature a player is provided with die option of risking the winnings of a game 
in a double-or-nothing mode by gambling it on a subsequent and ofteri 
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different game, swch as whetter a red or black card will be the next caid 
drawa 

Other tecimiques adopted in the past have been to provide complexity 
in the numbering and combinations of iiidicia. which would result in a win, 
S thereby hoping to convince the player that theie is a ^atsr chance of 
winning and keep theii interest in a particular game. 

Summary of the Invention 

In a first aspect, the present inventibn Gonsfets in a gaming machine 
10 having display means and game control means, the game control means 
being arranged to play a game wherein a plurality of symbols are randomly 
selected ftom a predeteniilhed set of symbols and displayed in rows on the 
I •m*'; display means, and if a winning combination of symbols results, the machine 

"*"*■ paysaprize, the game being characterised in that upon the dcctmence of a 

predeteimined teiggeiing event, a gams feature is invoked wherein a sprite ' 
randomly designates one t>r mcfre of the symbols displayed on the display 
means to be treated as special symbols for that particular game and a prize is 
awarded for winning combinations formed with one or more of the special 
S3naibols. 

The sprite may designate special symispls by touching or pointing to 
each symbol individuaUy of to a gibup of symbols generaUyi Altematiyely, 
the sprite hiay touch cir point to one ^mbol, thereby designating; every 
occurrence of the symbol on the display means as being a special symbol. 
The triggering; event may be the random display of one or more 
25 particular symbols in a particular arrangement on the display means. 

Ojptionallyi the triggering event may inistead be a separate randor^ 
prompt unrelated to the symbols displayed on the display means; 

In a first embodiment,, tiiere is one special symbol which is 4 wild card 
symbol, and a prize is awarded for awiiming combinatiba formed with the 
30 wild card symbol, wherein the symbols-in the winning combinatipn are 
located in the^same horizontal row as the^vild card symbol 

In a second embodiment, tiiere is one special symbol which is a scatter 
symbol, and a prize is awarded for each winning cqinbihation formed with 
the scatter symbol, wherein the symbols in each of the winning combinations 
35 are located in separate cdlunms and may be scattered over any of the rows. 
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In a third embodiment, pairs of symbols are randomly selected to be 
special symbols and the sjmbols in. each pair are swapped with each other. 

In a fourth ecobodiment* the special symbols are ail of those .S3rmbols 
appearing on a randomly-chosen simTilated rotatable reel, and the simulated 
5 reel is made to appefar to rotate a random number of times; The simulated 
rotatable reel may cdaisist of a vertiGal column of symbols or a horizontal tow 
of symbols. 

In a fifth embodiment, the. speciaJ symbols are the symbols, occiimng 
in a raridorDly-chosen row, and any wumi^g combination^^ in ^at row 

Xp during the next ganie plajred will be awarded a prtte which is double, or triple 
the value of the nonnal- jprize for that winning combination. 

In a secoixd iaspect, the present invention consists in a gaming nmchine 
having display ineans and game Gonitol means the game control being: means 
arranged to play a game wherein a pliirality of syxobols are raiidomly selected 
15 from a predetermine d set of syinbols and displayed on the display ineans, ' 
and if a winning conabmatioii of symbols results,, the naachine pays a prize, 
the game bdng charactBrised in that upon the occurrence of a predetermined 
triggering; event, a game feature is invoked wherein a sprite designates a win 
meter for iiidicating -winnings, or a credit meter for indicating tlie amount of 
20 available credit, and increases the atnount shown on both the win meter and 
creditmeter; 

In one einbodrment^ the sprite randomly doubles or triples the amount 
shown on the win meter* 

The present invention is applicable to video garning inachmes of the 
traditibnal poker madiihe style (also known as slot machines or fruit 
mac^uiaes) in which the display meaixs comprises a video simulatidn of a; set 
of Totatabla reels, eachcariying aplinaU The inventiba is 

equally appUcable to video draw poker niachines in which>a poter hand is 
displayed.on the screen, the cards of the hand being selected from a standard 
52 or 53 card deck 

The sprite inay be a rej^resentation of a symbol ox character which 
moves across the display means and touches or otherwise designates the 
special sjnoibol. 

In a partictilar eiiiBpdiment the sprite depicts a fairy holding a wand 
and the synibpls. touched by t^^^^^^^ the special symbols. 

Brief Description of the Drawir^s 



An embodiment of the invention will now be described, by way of 
example with reference to the accotnpanying drawings, in which:- 

Figure 1 iUi^strates a gaming machine with a video simulation of a 
rotating reel display incorporating a first embodiment of the invention; 

Figure d is a video display as seen before a feature game is invoked; 

Figure 3 is a video displaiy of a draw pok^r 'machine, showing the sprite 
(a fairy) which appears at the top of the screen when the game feature is. 
invoked; 

Figure 4 is a video display with the Scatter Magic game feature, 
showing an example in which a faiiy designates a symbol as being a scatter 
symbol,, resulting in ;a winning combination. 

Figure:5:is:avideo display wiUi the Wild Wander gkme featurai 
showing oh example in which a feiiy designates a symbol as being a wild 
card, resulting in a winning combine tidn. 

Figures 6(a)-(c) show a third embodiment of the geune featiire in which 
the fairy sWaps synjbols. 

Figures 7(aj and 7(b) show afoiirth embodimentof the game feati^ 
which the feiiy re-spins a xieeL 

Figin^ 8 is a fifth embodiment of Ae game feature in which the fairy 
doubles or triples the prize for a designated line. 

Figiire 9 iis a sixth iBmbodiment of the game feature, in which the fairy 
deisignates special symbols from a separate panel of synAols. 

Figure 10 is a seventh embodiment of the game feature in which the 
fairy randomly doubles pr triples the value shown= on the win meter. 

Figure 11 is a schematiG diagram of a slot inachme control circtut 
Defaiiled Description of the Prefen^d Embodimea^ 

In tEe foUowing detailed, description the methc>dology of the 
embodiments will be described, and it is to be understood that it is within 
the capabiHties of Uie non-inyentive worker in the art to introduce the 
methodology on any standard microprotessor-based ganung inaehine by 
means of aj^prupriate programihing. 

deferring to Figiire^l, the first embodiment of the invention is 
illustrated in which a slot machine 10, of the t^e having a video display 
screen 20 which displays a plurality of rotatable reels 30 carryix^g symbols 

is arranged to pay a prize on the occurrence of a predetermined synibol or 
cqmbinatipn of syinfaols. 



In the slot machine 10, the game is initiated by a push button 50, 
however, it will be recognised by persons skilliBd in the art that this operating 
mechanism might be .replaced by a pull handle or other type of actuator in 
other embodiments of the invention. The top box 60 on top of the slot 
machine 20 carries the artwork panel 70 which displays the various winning 
combinations for which a prize is paid on. tiiis machine. 

Figure 2 shows an example of a video display which has three rows 
and five colunms of symbols 40» At the top edge 80 of the screen 20 there is 
a win meter 90; a bet indicator lOp, and a credit meter 10 The win meter 
90 indicates the amount of money won on the last game plajnsd, the bet 
indicator shows; the amount currently being bet by a player on; the gaine^ and 
the ciBdit metier shot^ the totd mipunt of money owing to the player as a 
resxilt of winnings and money inserted into the machine. All amdurits of 
nuDuey are expressed on the video dispky in'terms of units, where one unit is 
the ininiinum amount of money required to play tiie. game. For example, pnfe 
unit may be 2Q cents. 

The rnain piart of the game pl^iyed on this rnachihe is a relatively 
standard game which includes a 3 by 5 synijpl display and allows miiltiple 
pay lines. An additional game feature embbdyang tlxe ihventioh is alsb: 
included-in the games, and inay take place directly after the mtain jpart of the 
gamei The gam^e feainure occiiz^ m and is invoked 

directly after the main part of the game if a particular trigger conditioB 
appears. The trigger Condition may be the display of a certain 

symbol or combinatibn of symbbls,.or it may be a.separate random prompt 
unrelated to the display, depending on how the; game is.prdgrammed. 

in one . erahodiment of the game feature, a spiite represeritation of a 
fairy oidy becomes visible during the game feature. In anotiier embodiment, 
the faiiy is visible during the main part of the game> and is activated when 
the game feature is invoked. 

In; the following description of the game feature embodying the 
invention^ .game s3mibols will be abbreviated as listed below; 
King K 
Queen Q 
Jack J 
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When the game feature is first invoked, a sprite representation of a 
faiiy no holding a wand 120 appears at the top edge 80 of the screen 20. as 
shown in Figure 3. and a special sound associated with Iheieature is heard. 
Whenever the game feahire results ih a win. the normal winning tunes are to 
' be heard while the win meter increments, in the same maimer as fbrthe 
main part of the game. These tunes last for the length of iime that the win 
meter is inerementing. A scorecaid for the game feature detemiihes the 
amount wou}for;a bet one credit The number of credits bet on, the game 
feature will.be the same as that which was bet on the main part of the game 
immediatelyprecedihg the feature. Wiiinings from the game feattire are 
added to the amounts which were: shown on the credit inster and win meter 
before the gaine feahireto^^^^ 'I^e niay continue tx? play the 
main part of the game whieh wins resulting from the game feature have 
fiirfshed being credited. 

la the first eniBodimient of this game feature, referred to as Scatter ' 
Magic, as shown in Figi 4. the fairy moyss to a randonily-seiected syinbol 130 
on the display screen 20 and designates it aus a scatter symbol by pointing to 
it with a wand 120. The winning symbol combinatibns in the game featuTB 
ai!^ similar to those defined in the main part of the game, the differences 
being that each l«?imiing combination^ ^m scatter 
symbol, dnd may b.e ,scattei-ed over mora than One row of symbols. If the 
designated scatter symbol turns out to be p^^^^ 

then a win is paid in the ^me manner as in-the/main partbf the game. In 
the-example shown in Figure 4. the feiry llO designates the King in th^ 
second column as the scatter syihbol, resulting in a win for five Kings 
according to the scorecaid in the mam part of thi ganie; In this exaaipla. the 
amount won on the game.featurfe for i 1 unit bfet is 200 units, and the vdn has 
been added to the.i^tial credit meter leading of 5 units. 

In all embodiments of the game feature, when the designated syinbol is 
touched by the wand Uie designated symbol itself ihay chtoge into a new 
symbol, suchas that of a scatter symbol ih the case of- Scatter Nfagic. or it 
ijay simply be Mghlighted in sbiM way ihdicate it will be considered as a 
the special symbol. M,aU,of the embodiment, the ikes delinea^^^ 
of the rectangle 135 (see Fig, 4) surrounding the designated, symbolCs) 
becoine thicker and change colour when designated by the feiiy. 



In the second embodiment of the game feature, referred to as Mid 
Wander (shown in Fig. 5), a sprite representation of a fairy 110 holding a 
wand 120 at first appears at the top edge 80 of the screen 20. as with the first 
embodiment When this game feature is invoked, the fairjr moves to a 
randomly-selected symbol l3Q on the screen and designates it as being a wild 
card symbol by pointing to it with the wand. 120. A. win is then paid 
according to the scorecard rul^s of the main part of the game if this wild card 
symbol: forms part of a winning conabinatipn. The symbbli in winning 
combinations must be located in the same row* unliJce the first embodiment 
of the Invention. In this example, the amount won on the game feature ftjr a 
1 unitbet is 200 units, and the win has been added to the initial credit meter 
reading of S units. 

The thurd endjodiment of the game feature is shown In Figures 6(a)^(c). 
The sprite randomly designates a first symbol 140 (shown in Rg, 6(a )), and 
then randomiy designates a second_ symbol 145 (Fig. 6(b)), The locafidns.of ' 
the first and second symbols 140 and 145 are then swapped with each other, 
as seen in Fig. 6(c). If ibis rearrangement of the symbds results in a winning 
combinationi then a prize is paid for the winning conabination acccsrding to 
the scorecard rules of thle main part of the game. 

In the fourth emhodimeuii shown in Figures 7(a) and 7(b), tiie feiiy 
randomly designates either a row or a column of symbols to be re-spun as 
though this row or column of syinbols were a rotating leeL In this example, 
the fairy points to a column 150. the foiirtii coluihn frbin the left makihg the. 
symbols 155 within column 150 appear to be symbols on a rotating reel, and 
when tiie simulated rotatibn finishes, a; new randomly-chosen set of symbbls 
155' appears in the columns. A wiii is then paid aecoidihg to the scorecaid 
rules of the main part of the.game if the new symbols 155' in the le-spun reel 
150 result in a winning combination being formed. 

In a fifth eii;J)odiment of the game: featurB* shown in Figure 8, flhe feiry 
randomly designates a row 160, and if during the next game played (in the 
main part of the game) a winning combination appears in this row 160. then 
the prize to be paid wiU be randomly chosen to be either double or hijjle. the 
value of the normal prize for the combinatibn according to the scorecaid of 
the main part of the game; 

In a sixth embbdimerit of the game feahire. shovm in Fig. 9, there is a 
separate panel 170 of symbols in additibii to the nsual five lotatable reels 30 
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which aie shown in the other embodiments. In this embodiment, the iairy 
designa tes special symbols by pointing to a symbol 175 iii the panel 170. 
Each occurrence of this, symbol 175 in the reels 30 wiU b& treated as a special 
symbol For example, in Figure 9 the fairy points to a 'ten' syinbol 175 in the 
5 panel 170 of symbols, indicating that aU <rf the tens 180 appearing on the 
rotatable reels 30 will be sp^cial symbpls. In this . embodiment the special 
synobols are Wild .Card symbols, and in a further embodiment the special 
syinbpls are Scatter synjjols. 

In an eighth embodiment of the game feature, shown in Rgiues ip(a) 
10 and 10(b), a fyry doubles or triples the amount shown on the win inetar 90^ 
and the amount shown on the credit meter 105 i^^ la 
Ihis embodimeht the fairy 110 first touches the win meter 90 wiih the wand 
. 120; The fairy then disappears (Fi^ 10(b)), and the original value shown on 

."V, the win meter 90 doubles or triples ^d the credit meter has meieased 

15 accordingly. In the example in Fig 10(b) the original value shown on the win 
^^^^ 90 doubles frpm id to 20 credits, and the credit mfeter iiicieases from 
15 to 25 credits. In a further etnbodimeht. Jie feiry touches the credit meter 
105 with the wand 120; and the; amount shown on the win ineter 90 is either 
doubled or tripledi 

20 The program which unplernents. tiie game and game feature is run on a 

standard gaming machine control processor 185 as illustcated schematicaUy 
in Figure It This processor forins part of a controUer 100 which dnves the 
video display screen 20 and iBGeives touch input signals from touch sensors 
200 as well as receiving coin ii;put pulses from a coin chute mechanisrn 210 
25 and driving a coin payout inechanism 220. 

It wiU be appredated by persons skilled in the art that numerotis 
variations and/or modifications may be made to the invention as shovwn in 
the specific, embodiments without departing from the spirit or scope of the 
30 invention as broadly described. The present embbdiments are. therefore, to 
be considered in all respects as illusbative and not restrictive; 



THE CLAIlylS DEFINING THE INVENTION ARE AS/ FOLLOWS: 



1. A gaming machine having display means and game control means, the 
ganxe control means being arranged to play a game wherein a plurality of 
symbols are randoraiy selected from a predetermined, set of symbols and 
displayed in rows on the display means, and if a ivmning combiMti^ of 
symbols results, the machine pays.a prize, the game being characterised in 
that upon the occurrence of a predetermined triggerinjg event, a game feature 
is invoked wherein a sprite randomly designates one or more of the symboh 
displayed on the display rneans; to be treated as special symbols for that 
particular game and a prize is awarded for any winning combinations fonned 
with one or more of the special symbols, 

2. the gaming machinia as claimed in claim 1, whferein the spiecial 
sjinbol is treated as a wild card sjonboL 

3; The gamixig machine as claimed in claim 1, the special symbol being 
treated as a scatter synabdl in which the symbols of each winning 
combumtion must include the special syinbol and be located in separate: 
columns of symbols but niay be scattered over one or more rovra. 

4. The gaming machine as claimed in claim 1, wherein one or more pairs 
of the symbols displayed on the display means are randomly-selected to be 
special S3ra:ibblSi and the special symbols in each pair are swapped with each 
other, 

5. The gaming machine as clairned in claim 1, the display means 
displaying the sypibols on a plxirality of simulated rotatable reels, one of 
which is randomly chosen, wherein the speaal sjrobols are all of the 
symbols appearing on the randomly-chosen reet and the randomly-chosen 
reel is made to appear to rotate a randoin number of times. 

6. The gaming machine as claimed in claim 1. wherein the special 
symbols are the S3rmbbls occurxiiig in a rahdbmly-chpsen row, and any 
winning combination appearing in that row during the= next gaine played will 
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be awarded a prize, which is either double or triple the value of a normal 
prize for that winning combination. 

7. The gaming machine as claimed in any one of the preceding claims 
wherein the sprite is a representation of a character which moves across the 
display means and desijgnates the special symbol. 

8* The gaining machine as claimed in any one of the preceding claims 
wherein, when the sprite designates a symbol, eveiy occurrence of that 
symbol Oil the display means is treated as a special syniboL 

9. The gaming machine as claimed in any cine of the preceding claims 
wherein symbofe^ displayed in a separate panel pn the display means in 
addition to the mws of symbols, and when the sprite indicates a particular 
S3TObol in the panel, each symbol in the rows of symbols is treated as a 
spec^ symbol it joaatdhes the particular S3rmboL 

10. A gaming machine having display means and game control means, the 
game control means beii^ arranged to play a gan:ie wherein a plurality of 
symbols are randdznly selected froin a predetennined set of symbols and 
displayed in rows on the display means, and if a wliming combiiiatibn of 
syrnbpls results, the machine: pays a prize, the game beiiig chaiact^rised in 
that upon the occujbcence of a predeternnned tdggerir^ a game feature 
is in\*ol^d wherein a sprite designates a win meter for indicating winnings or 
a credit ineter for indicating the amotmt of available credit, and increases the 
amount shown on both the win. meter and: credit xneter. 

11. The gaming machine as cliaimed in claim 10. wherein the sprite 
randomly doubles or triples the amount shown on the win meter. 
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12. A gaming machine, substantially as hereinbefore described and with 
reiference to Figures 2 to iO of the accompanying drawings. 

Dated this fifteenth day of February 1999 
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Defects in the images include but are not limited to the items checked: 

□ BLACK BORDERS 

□ IMAGE CUT OFF AT TOP, BOTTOM OR SIDES 
QTY^ED text or DRAWING 

□ BLURRED OR ILLEGIBLE TEXT OR DRAWING 

□ SKEWED/SLANTED IMAGES 

□ COLOR OR BLACK AND WHITE PHOTOGRAPHS 

□ GRAY SCALE DOCUMENTS 



LTLINES OR MARKS ON ORIGINAL DOCUMENT 

□ REFERENCE(S) OR EXHIBIT(S) SUBMITTED ARE POOR QUALITY 

□ OTHER: 



IMAGES ARE BEST AVAILABLE COPY. 
As rescanning these documents will not correct the image 
problems checked, please do not report these problems to 
the IFW Image Problem Mailbox. 
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